Weekly Report (2017.12.25-2017.12.31)
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1. Paper writing.
Add content to the subsection that Methods and Techniques of intelligent visual analysis. Due to the lack
of time, the addition is not too much.

2. Paper reading.
Bubble Treemaps for Uncertainty Visualization.
This work proposes a layout based on circle packing to use space purposely, achieving a reasonable trade-
off between a compact representation of the hierarchy and its inherent information,and defines node
contours analytically, resulting in a new parameter domain to be used for additional visual variables, in
particular, for uncertainty visualization.

3. Al survey.
Look up to the relavant contents of the alternative topics. And determine the topic is Text Categorization.
Here are some papers to read in detail:
http://www.ijcaonline.org/archives/volume166/numberii/saxena-2017-ijca-914145.pdf

http://www.ijcaonline.org/archives/volume166/numberii/saxena-2017-ijca-914145.pdf

4. CG homework.
Due to my negligence, I did the wrong homework of CG last week. So I did it again. Reimplement the
Interval Scanline Z-buffer algorithm. This algorithm is more efficient than the scanline Z-buffer algorithm
which is done last week. This algorithm reduces a number of visibility judgments, which is the application
of the theory that interval is consistent.
The report is:

CG ——Interval Scanline Z-buffer


http://www.ijcaonline.org/archives/volume166/number11/saxena-2017-ijca-914145.pdf
http://journals.sagepub.com/doi/abs/10.1177/0165551514558172
http://www.ijcsec.com/2017/5316121618.pdf
https://link.springer.com/chapter/10.1007/978-81-322-1602-5_75
http://www.ijcaonline.org/archives/volume166/number11/saxena-2017-ijca-914145.pdf
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build ET, PT -- all polys+BG poly
AET :=IPL := Nil;
for Y = Ymin to Ymax do
el :=first_item (AET ); IPL := BG;
while (e1.x <> MaxX) do
e2 := next_item (AET);
poly := closest poly in IPL at [(e1.x+e2.x)/2, y]
draw_line(e1.x, e2.x, poly-color);
update IPL (flags); e1 := e2;
end-while;
IPL := NIL; update AET,;
end-for;
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TODO

1. Write paper.

2. Prepare for the group meeting report.

3. Prepare for the Al report PPT and write survey.
4

. Set out to the Game design and development course project.



